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The Future: Jaguar Shareware! 


Atari has always been a 


company of firsts. They created the 
first arcade video game (Pong), the 
first mass-market console (2600), the 
first color portable game system 
(Lynx), the first home computer 
with a built-in DSP (Palen, and, 
of course, the first 64-bit console 
(Jaguar). Now, the Atari world is 
on the verge of yet another first: 
Shareware on a console. 
The most difficult obstacle 
with providing shareware on a 
console like the Jaguar 1s a cheap 
and easy media to distribute it with. 
That pretty much excludes any 


Wouldnt tbe great it you 
could download a game straight 
{rom your computer tothe Jaguar 


form of cart right off. (The point of 
shareware 1s to create cheap games!) 
You could do shareware on CD’s 
because they’re cheap, but not 
-many ik bought Jag CD’s, thus 
excluding a large base a users. So 
_ rather than using the most obvious, 
~ we need to think of a new form of — 
_ media for Jag shareware. 

Wouldn’t it be great if you 
could just download a game straight 
from your computer to the Jaguar? 
It might take a minute, but it would 

certainly be cheap and relatively 
easy. However, one of the 
advantages of having a game console 

. is that you don’t need a computer 

to play games. How many people 

_. who have Jaguars also have 


computers? Also, there will have to 
be some form of-cable built to 
interface the Jaguar with the 
computer. Preferrably using a port 
that every type of computer has! 

Wait a minute. What if the 
Jaguar could interface with a | 
standard SCSI CD-ROM, or floppy 
drive? While both are relativel 
cheap for Jaguar owners, they bath 
present unique problems. 
Obviously, tloppy disks don’t hold 
much data which would disappoint 
Jag owners. However, they are 
much cheaper for the programmers 
to distribute than CD’s would be. 
(Have you priced a CD burner 
lately?) In addition, JagCD owners 
would be quite upset if shareware 
CD’s didn’t work with their prized 
units. 

Another important factor with 
console shareware is how to get it 
in the hands of Jag owners. Unless 
it’s done on some form of 
electronic media, such as floppy 
disks, this shareware might never 
even be noticed. For example; If the 
shareware was done on some form 
of re-writable cartridge, there still is 
a peice of hardware required. 
Where are you going to be able to 
buy such a device? Who will 
manufacture it? Now that most big 
chains have, or soon will, drop the 
Jag entirely, it will be hard for us to 
obtain a copy of BattleSphere let 
alone a piece of Jag shareware. 

Even if we figure out a viable 
way of distributing Jaguar 
shareware, who’s going to write it? 
There is, of course, the group called 
"The Underground" who started 


this shareware idea in the first place. 


But we would like to know what 


By Greg George 


games they plan to write, when 
they will arrive, and how many 
people are involved. 

Perhaps people with 
programming abilites should join 
this shareware movement and buy 
themselves a Jaguar Server. In case 
you haven’t heard, this is a device 
that plugs into the Atari ST’s 
cartridge port and then to the 
Jaguar itself. In case you’re 
interested, the url 1s: 
http://www.edu.isy.liu.se/ 
~ 294patsa/jsdata/jserver.html. 

It these shareware writers 
aren't careful, they could become 
another Atari first that was 
forgotten. But if they discover a 
cheap form of media, create a 
distribution network, and design 
tons of games, they could literally 
write themselves into history. 
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IRON SOLDIER II 





These are shots of the yet unseen Iron Soldier 2. 
No one knows at this point what will happen to 
the game, which would no doubt become one of 
the most sought-after JagCD games. Many of the 
final few games Atari 1s Tee on to are in the 
air like this one. We think they’re waiting for the 
merger with JTS to go through before rela 
them. Well, let’s just hope they DO release this 
and the other 10 or so games finished! PLEASE! 
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Rating values Ratings by Robert Jung 

Great! A value at the regular : 
price. ryung@netcom.com 
Good. Buy if you’re . . 
imterested - i ee Compiled by Jett Poling 
tee Shoot pa jpoling@magnus.acs.ohio-state.edu 
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The ST | 


By Andy Robertson 


- 


Multi-Player Games On 





: OE the next few months 


the attention is turned towards the 
ST and its gent 2 ei games ina 
huge and hopefully definitive guide. 


Part One - "But I only have the 
one TV!" 


The ST has absolutely hundreds of 
single-screen multi-player games, 
from racing games to snowball 
fights and I will be covering the best 
-and most influential titles, both 
commercial and public domain. 


Vroom 3 and The Lotus Trilogy 
_ Two of the best car racing 
games on the ST. 

Vroom 3 ts easily one of the 
most impressive racing game on the 
ST with its fully sampled sound and 
breathtaking speed. Based on the 
grand prix you and your friend race 
it Out Over 6 courses to try and take 
as many points from each race as 


possible. The gameplay is quite 


_ simply superb and once you are 
familiar to the mouse control you 
will have no trouble in hitting 
someones tires to be catapulted in 
the air, fly over five cars, and into 
the lead. Great Stuff. | 
The Lotus Trilogy sits you in 

a variety of Lotus cars racing 
towards checkpoints (like OutRun) 
-or round a circuit. The main 
attraction of Lotus 1s apart from the 
fast and flowing gameplay, the great 
variety of the courses and the 
~ ability to design your own with 
Lotus 3. Graphics in all three games 
(especially Lotus 3) are very good 
but the sound of the cars is basically 
a whining noise on top of above 
average chip-music. Excellent games 
though. 

Looking at another 
erspective, the king of the over- 
ead racing games has to be the 


glorious Supercars 2. Get your 
mate and race over 20 aa of 
mussile and mine filled mayhem. 
Smooth scrolling coupled with 
flawless gameplay makes for plenty 
of arguments. Watch in delight as 
you look in the other screen 
parumer to see your opponent get 
it by your homing mussile isles 


relegated to last position. Other —__. 


brilliant games worthy of a mention 
include IndyCar and Super Off 
Road. PD Alternatives: Hot 
Wheels, Cops & Robbers 2. 


Dyna Blaster (BomberMan) 

If you’ve always wanted to 
charge around blowing your mates 
up, this is the ideal game for you. 
Up to five players can take part 
thanks to the adapter that see 
into you ST’s parallel port. The 
object is easy. Simply nen a bomb 
somewhere on the level and hope 
that one of the other players are 
caught by the explosion. There are 
various power-ups to be had. From 
extending the blast range on your 
bombs to enabling you to lay up to 
8 bombs at once! The last surviving 
player wins. Superb playability 
coupled with absolutely manic 
gameplay makes this an essential 
part of your multi-player collection. 
It’s also furiously addictive PD 
Alternatives: DynaBusters +, 
Bomb And Blast Man. 


Sensible Soccer V1.2 
(International Sensible Soccer ) 
Despite the inevitable 
comparisons with Kick Off 2 and 
Team, Sensible Soccer remains the 
best football sim you can get for 
your ST. The graphics are small but 
well defined and immensely 
playable, the only niggle is the 
slightly tricky controi system, but 
with some practice you soon get 
used to it. The multi-player mode 








enables you to createa whole | 
— of weird and wonderful 

ooty leagues and gives you that 
wonderful gloaty feeling associated 
with slaughtering part time teams 
10-0. Upto 64 players can 
participate in a cup competition and 
up to 20 in a league system and you 
can even create your own custom 
events. Invite a few pals over and 
have a great time listening to all the 
bad excuses for why they have just 
been beat 4-0. Brilliant. 


Lemmings 

The world’s most famous 
cutesy puzzle-’em-up, Lemmings, 
also has a wicked two player 
option. You get a split screen view 
ofthe same level, but with two 
exits. The aim isto guide your 
lemmings to your exit, while being 
as obstuctive as possible to your 
opponent’s - you get a real kick out 
of watchitie his lemmings plummet 
to their deaths while yours scamper 
home. While you gloat over 
your opponents failure, however, 
you pil to realise he is doing the 
same thing to you things can 
suddenly turn very nasty. Although 
you can use a combination of | 


~ control methods, using two mice is 


the best and most frantic option. 
There is not a huge amount of two- 
pee levels but it will definatel 

eep you and a friend occupied fe: 
ages. Smashing game. 


To be continued... 
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Edward 2000. 


The Good: 

Well the good news is that the 
Lynx 1s going to get a Breakout 
clone. It’s actually going to be more 
like Arkanoid than Breakout, but 
more people have heard of Breakout 
than Arkanoid. 


The Bad: | 

It’s going to take at least three 
years to make an appearence. Games 
normally take around a year and a 
half to program, and that’s when all 
the team are working in perfect 
unison. The SHIT team are spead 
across the globe, only in contact via 
email, so things will be little slower. 
You also have to remember that I’m 
not the best programmer in the 
world. 


The Ugh 

It’s being programmed by me, 
~ and I’m even crazier than Jef 
Minter. I’m not obsesed with 
Llamas, in fact, if there was any one 
animal I’m obsesed with, it’d be a 
rabbit. But no, I’m not an animal 
mad loon, I’m a me mad loon. It’s 
not that I love myself, it’s just that I 
can’t think of anything better to 
base a game on. | 


So What Is It? 
Edward 2000 will feature three 
different play modes. 


1) The first will be Edward Prequal, 
- asimple Breakout clone with no 
~ special bonuses, and no fancy 


— monsters. 


2) The second play mode will be 
Edward Orgasmic, a fast paced, 
bonus filled bright, exciting 

_ Arkanoid clone. 

3) The third and final mode will be 
Paddlematch. This will be an 
exciting two player cross between 
- Pong and Edward Orgasmic. 





Edward Prequal: 

In Edward Prequal you control 
a simple paddle, that looks basically 
like a rectangular block. You have 
to hit a (square) ball againsts lines of 
bricks, destroying any of the 
aformentioned bricks that the ball — 
hits. The ball-is hit back and forth 
against the blocks until csr brick 


is destroyed. There will probably be. 


25 Edward Prequal levels, and 5 
hidden levels.. The number of levels 
is likely to change. It all depends on 
how carried away I get wit 

Edward Orgasmic. 


Edward Orgasmic: 

Edward Orgasmic is the center 
of the cart. It follows the same style 
as Edward Prequal, but incorperates 
extra bits, like monsters, bonuses, 
Sudden Deaths, flashy graphics, and 
more exciting sounds. 

There will be lots of monsters 


_ that are released from certain block, 


appear if you send too long ona 
certain level, or are released from 
the top of the screen and hang 
around above the blocks. 

When certain bricks are 
destroyed bonuses will drop down 
the screen, and settle at the bottom 
(only on easy levels, on harder ~ 
ee they will disappear off the 
bottom) of the screen. Unclaimed 
bonuses will look like flashing 
sirens. Each will be a different 
colour. 

As you will have gathered this 
will be a wild game. You will be 
able to build up an amazing arsonal, 
oe will be able to really have some 

n! 

Edward Orgasmic will be the 
only game mode with music. The 
music will be futuristic rock riffs, 
like the one you get at the beginin 
of a Manga video. It will go perfectly 
with the high paced, colourful neon 
graphics. 


By Ed Castle 


There will be 150 Orgasmic 
levels, and 25 hidden ones. There 
probably won’t be enougth room 
on the cart for all that I’ve planned, 
so some levels might have to go. I 
hope to include some multi screen 
levels, but we'll just have to wait 
and see. 


-Paddlematch: 


Paddlematch will be a whole 
new two player experience! The 
two players will be set in a Pong 
style areana, but with bonus blocks 
along the middle of the screen. Each 
player will be able to destroy 
certain blocks, and build up their 
arsonal, ready to destroy the other 
payer, either by making them miss 
the ball, or by shooting them with 
lasers etc. There will some extra | 
bonuses exculsive to Paddlematch, 
which are: | 


) A fireball that you can launch 
that either scores or kills you if you 
try to block it. I don’t know the 
fairness factor of that, but maybe as 
a way of keeping games from being 
shutouts, or maybe if a player earns 
8 in a game to 9, they get the instan 
shutout. | 
2 Flip. The sides and paddles 
change automatically, without 
warning. 

3) Shield. When powered up, your 
whole area is protected. 

4) Block paiider: You can shoot 
blocks onto your opponents half. 


Well, that’s about all for the 
condesnsed plan of Edward 2000. 
Special thanks go to SmkMirrors 
for his monster ideas, and to Daniel 
 Pragn for some Paddlematch 
ideas. 
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‘Jaguar Min1- 


Super Burn Out 


Having been a huge fan of 
Super-Hang On on the ST I was 
very interested to see how Super 
Burn Out would compare to its | 
illustious predecessor. | 

The game itself is a well-crafted 
behind-the-motorcycle racer. with 
several tracks, good grapi | 
plenty of options, but that’s about - 

it. | 


_ There are four modes of play: 
Championship, Record, Trainer 
and Versus. Championship 1s a race 
against the computer over all the 
tracks; Record 1s a race against a 
time limit; Trainer lets you test- 
drive and get familiar with the 
tracks; abe Versus allows you to 
race in a two-player split-screen 
game. You can lea determine 
transmission type and how tough 
_ your computer opponents will be. 
However, Super Burn Out’s 
strongest point is the speed of the 
graphics. The game has super fast 
| oie which 1s incredibly smooth 
across the varying roller-coaster 
_ type landscapes, with some races set 
uring the day and others taking 
place at night. Although all this 


Spey does not make up for the fact — 
t 


at the graphics look a little basic. 
At points in the race the objects at 
_ the side of the track appear all 
blocky when you get too near. Ifa 
little more effort had went into the 
- in-game graphics then it would have 
_ done so much more for the game 
and make it look more pleasing. 

The visuals run into problems 

in the Versus mode. Here things get 
a little tight: Your racer 1s the same 
size as in the one-player modes, but 


appears on half the screen. This can 


make it difficult sometimes to see 
the road ahead and can have you 
~ reaching for the off button out of 


pure fustration. Although, having 


said this, the game does come into 


its own with two players hurtling 
their bikes around the different 
circuits and seeing each other crash 


into things. 


Audiowise, the voices are clear 


and intelligible with the skidding 


and motor revving which is 
prevalent in most racers. The 


control system is accurate and is 
blessed with a configure option - a 


life saver when you choose the 
manual transmission. _ 
Overall, Super Burn Out 
provides the elements for a solid 
racing title. It’s fast, fun and 
addictive and all it lacks is that 
spark of originality that would 
boost it to the front of the pack. 


Super Burn Out 

By: Atari 

For: Jaguar 

Type: Motorcycle racing 


Graphics: 82% 


Sounds: 73% 
Gameplay: 84% 
Overall: 81% 
Pitfall 


A winner on the 16-bit systems 
Pitfall: The Mayan Adventure 
simply has not recieved anought 
tweakage to warrant any kind of 
fan fare on the Jaguar. 

This sequel to the Atari VCS 
orginal boasts rotascoped sprites, 
Flashback type gameplay but 
nothing that coudn’t have and 
wasn’t achieved on the SNES. 

This is another game along 
that does the Jaguar absolutely no 
justice what so ever and should have 
never have been released for the 
next generation console (along with 
Ruiner and Fever Pitch Soccer to 
name but two). The SNES can do as 
good. 
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Reviews 


By Andy Robertson 


Pitfall: The Mayan Adventure 
By: Atari/Activision 

For: Jaguar 

Type: Platform Adventure 


Graphics: 62% 
Sounds: 68% 
Gameplay: 80% 
Corral 64% . 


Ruiner Pinball 


Ruiner takes a trip back to 16- 
bit land with its flat overhead 
scrolling tables and cartoon 
graphics. 

The game has a vague plot to 
each of its two (thatS TWO!) tables 
that look straight from the NES but 
there isn’t any point telling anyone. 

You see, Runier has an intro ~ 
sequence so embarassing that you 
should never, ever show 
ANYBODY but instead ski 
immediately past it. Ruiner a 
sound effects so digustingly bad that 
a dot-matrix printer would shine in 
comparison. It’s as responsive as a 
kitten stuck under a heavy 
wardrobe and as well animated as a 
flicker book made up of completely 
unrelated pictures. 

Ruiner is not even a ae: good 

inball game. It’s a travesty that is 
Sowa in almost every department 
and it hasn’t even got the courtesy _ 
to boast more than two tables. 
Hang your head in shame Ruiner. 
Buy Pinball Fantasies instead. 


Ruiner 

By: — Atari/High Voltage 
For: jaguar 

Type: Pinball Game 


Graphics: 18% 
Sounds: 24% 
Gameplay: 8% (yes 8) 
Overall: 20% 
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Prottle Atarian: Ludo Sak | Newsline... 


1, all started on a hot summer 


day back in 1984. I had worked my 
butt off during holiday to realize “_ 
one of my dreams: owning my very 
own computer! I had just opened 
the local newspaper and saw an 
advertisement regarding the Atari 
800 XL. I hadn’t heard of the brand 
making computers too (I knew the 
famous consoles though) and 
decided to go for the buy. It 
matched my budget and gave 
fantastic vane for money. 
Still being 14, I oth 
into driving me to the city an 
about an hour and a half later I sat 
_ fascinated by a machine for the first 
time in my Fa That feeling never 
changed and thinking back to 
Atart’s golden years it still gives me 
oose-flesh *sigh* :) None of my 
riends had one then, but after some 
_two weeks of ownership one of 
them bought one too, and the local 
_ Atari community was borne. All 
the games I played, with many 
games newly invented and highly 
original (love Bounty Bob and 
River Raid!) cost me some 
joysticks! (until I bought two 
_ Arcades:) )! 
Then the first real 
-wordprocessors were written and 
my fascination with digital design 
was founded. I still remember my 
first DTP/word- processor packages 
~ with joy. 
_ After some major XL- 


Shareware Notice: 
About This Newsletter 


This newsletter just might be 
the first "shareware" publication! I 
don’t charge for it in any way, but I 
do ask for donations. This little 7- 
_ page newsletter takes a lot of time, 
~ effort, and (gasp!) money to create. 
Thankfally, there are some | 


ed my dad ~ 


moneytflow, I decided to expand my 
ownership with the new flagship of 
Atari: the 520 STm. Man, didI 
enjoy that machine! Lots of 
coverage, lots of games, growing in 
quantity and quality. Lots of 
earnings were put into the machine 
up to 3 years ago, when I decided to 
buy a Falcon. The gaming faded and 
professionalism increased. 

Of course I still own my - 
Falcon, and with 16 Mb(love DTP) 
and Magic!4 running; it sure beats 
others with effective speed and 
needed resources. When I see what 
other OS’s do with lots of processor 
power, huge need of resources (like 
Windhose’95) and massive 
swapping I just can’t control my 
grin. 
Recently I picked up gaming 
again with the Atari Jaguar. The 
price is perfect (I had wanted to buy 
it for some time) and the games are 
better! I love Rayman, but get 
serious andrenaline problems with 
T2K (frustrating some times though 
*smile*) and can’t wait to get my 
hands on FFL! : 

My heart will ever be with the 
brand that shaped my life. The 
golden years might be over... but 
then again I love brass :). Atarians, 
the market may not always be with 
us, but in the bitmarket where 
marketing overrules quality, we 
stick together. Time shall tell, Atari 
or hell... 


people, who donate their own hard- 
earned cash to encourage me to 

keep going. One such person is Taz. 
(W hare your real name?!?) Who, 
incidentally, has tons of ideas for 
articles. Thanks Taz! Cash is such a 
motivator! 

So, if you like the NL, please 
send your donation to me, Greg 
George. My address is on page 2. 
Hope you enjoy the NL! 


By Andy Robertson 


Team 17 have announced that 
Worms WILL be released on the 
Jaguar in early September. This is a 
big boost for the Jaguar when it 
seemed that no new games were to 
be seen. A big well done and thanks 
go to Team 17. 

Good news for anyone outside 
the US. Fight For Life WILL get 


| an official release after months of 


speculation that it would be added 
to the long list of Jaguar games that 
never were. Price and release date 
are as yet unknown. 


Rantings..... 

Well, I played Mario 64 at the 
weekend on the Nintendo 64. It’s 
well.... empty. Lots exploring to be 
done and some monsters to dispose 
of but it feels kind of empty. 
Having said that the sound and 
graphics are superb and it is an 
excellent experience. 

Played Tony Greenwood’s 
Island Strike from the new ST 
Format coverdisk. Not bad. 


Top Ten advantages 
to owning an Atari 


| computer over a PC. 


10. The Atari mouse telepathically controlled. 
9. An 8mhz 68000 is really 20x faster than a 
Pentium 166. 
8. They will gladly fetch your slippers for 
you after a hard day’s work. 
7, Ataris can display 32,000 out of 4,096 
total colors. (Really!) 
6. They run DOS, Unix, and Windoze better 
than the real thing! 
5. They most certainly never crash. 
4, Atarians don’t have to worry about 
installing new software! 
3. STs make great guard dogs. 
2. Have better sound than a stock PC. 
|, Ataris have no problems with Windoze 95! 











This month’s Cheater’s Zone features all the moves for one 

of the better Jaguar CD games. (Like there are SO MANY!) 

I made this one up for myself because I was tired of trying 

to remember HF, LF, LQ, HQ and all that. So, just imagine 

the "()" are the four buttons! You should be able to figure 

out the rest of the commands. U, D, B, F. Uh, something like 
"4D" would mean press down 4 times! Have fun, and good luck! 


+ + BLIZZARD + +. 


Quick Punch: (*) (*) Sport Punchs. (*)-(-) 
a leia sais cael et 7 i iene intl mamma oa’ oes Yas mies 3 
Fake Punch: ({*) ( ) Cold Breath::(*)- (*) 
ie Pe) eu | P23 r & ie dF}e BF 
Puriching Bag:{*) {.) Ff, 2,. B, U “Air: Tizow ) €8) 
(-}). (*) BQ Repeat (3 tin aa) 
Throw: ee ess L0e: Geyser:.. (*) (*) 
(Close) PP ee Et ee eee 
Eat Humans: (*) (*) 
(} (*) Upp 
+ + FINISHING MOVES + + 
To-Da~Moont* (4 --(*) Brain Bash: (*) (*) 
) Cee PADD (a) (8). 2B, By, Ue 
Redemption: (*) (*) : 
A) De Rn) 
‘* TALON ** 
Pounce: Po Slasher: (*) () 
PRG) FB Dek 3 eee a ae ree 
" Run F/B: Gretel Frantic Furv;(*) ( ) 
oe (*) () F, B eae re | 
~Jugular Bite:( ) (*) Face Ripper; (.) (*) 
Combo only () (*) B, F (.) ep, 8 
Eat Humans: (*) (*) Brain Bash: { ) (*) 
3 (*) (*) FP, D, B (*)-(-\B) Be, U, U8, # 
‘’ FINISHING MOVES ** : 
Heart Rip: (*) () Shredder: (4). () J 
Pre) Fy 2) BU, 8 ( 1-4, 0, By 
Stampede: (=) 4") | 
Ai) E, 8, 0,3 
* DIABLO * 
Past Fireball: (*) (-) Slow Fireball: ( } (*) 
. lean Somer Ce 
Pulverizer:,. (*)) (J Mega Lunge: aE 
Bee ee re ae! LE, ot 
Inferno Flash: ( }. (*} Hot Foot: ( h (4 
at Se ia are Che (7) U- BaD DSP 
Torch: a es ae: Eat Humans; a 
ae Pe (ea Ee (7) (cD UD 
| * FINISHING MOVES * 
- Fireball: eeu Incinerator:  (*} (4) 
ein Piao (*) (UB, D, Det 
Infernal: Co 
s ) a U, D, U, 2D 











Neck Throw: 
(close) 

Earthquake: 

Stun Roar: 


Scream: 


Carnage: 


Crusher: 


Fart of Fury: 


am, Power Puke: 


Ground Shaker: 


Grab ’n Throw: 


Tinkle; 


Churl: 


Ankle Drag: 


‘Past spits 


scorp Stine; 


Eat Humans: 


"POLYIAY: 


Micro Cow: 


Iron Maiden; 
Fly, Spikes: 
Uppercut: 


Hornication: 


Gut Fling; 


Impaler; 


Pas 


See re eee ee eee ee ee eee 


+ 


> 


ee ee ee ee, 


+ OO 
ee ee ee eee eee 


a 3c 


PS 


+ ot 


ae 


~ 
eee 
ee ee eet eee eee ee eee eee 


# SAURON # 


Air Throw: 
F,B 

Flesh Tear: 
U, D 

Crusher: 
B, F 

Eat Humans: 
u,v 


# FINISHING MOVES # 
Eat Flesh: ( 


B, F, B, F, B (*) 


Op Oo By 20 
“ CHAOS * 
Butt Slam: 
DB, ty ey, 6 — | 


8, Power Puke: 


Battering Ram: 


> 


Eat Humans: 


+ 


~~ 
ee ee 

a : 
Se ee ee ee ee ee eet Set 


* FINISHING MOVES “ 
D, Cannonball: (*) 
B, 


~ VERTIGO ~ 
Teleport: 


Siow. Spit 


> 


ee ee eee ee ee eee 
to 
tr 


Voodoo Spell; 


mM Oe 


te cet ett OE coe eee cee cotton 


te yee) 


~ FINISHING MOVES ~ 

(*) 3B Shrink ’n. Eat: 
(7) 2F 

(*) 

(*) 3B, 0, F 


\ ARMADON / 


ee ee eee 


Spin, Death; (*) 
B, U, F ee 
Gut Gouger: {(*) 
By; U rm) 
Bed 'o Nails:{ }) 
B,D, ? & 
Eat Humans: (7%) 
D-F, F, U-F (*) 


\ FINISHING MOVES / 
Meditation: ({(*) 
4D, U ) 


DB 0-2 


Pa + > 
a + He MW 


> 
Po 


GO eG ga, yt, A, 


a 
pes | 


ee meet ee See a “Senet ger 


> 


aD 


~ 


rr 


~ 


Fe a 


Fee eee ee ace eee eee cette ee 


| 


— 


ry 


eee ee ee eee ee eee 


> oe 
eee eee 


i a 


os oe 
Be sot 
eet ee 


Anemone 












wey i sayy epepeeengpepsipeane ey peeepeyeepepeeyayy a : “ROZTESzase 


3996 Wo ‘SxeT ontg 


SOCT XO Od 
= Z27eAaeS -pW uUTASYy 








S386) 
Hake Le 





cp ET TT gee 

cares Eee MOR ERLE otal 
ine en ed 

ae ie corel 


ZTE — aS i th 
Os urareeaay ee “i, SH 19 
te 





aie 
na 


Rates ceca er 





NS eke ee 


ere 
Pe 


oe | 








